Acquire a very small, more or less empty notebook - a 'grimoire'. Draw in it only in pen.

Create three 'rooms', each one numbered.

Create a treasure somewhere in the book, something that is not directly tied into a room - a recipe, poem, story or picture, perhaps?

Each room has a description and/or picture on one page, with a short description of proposed virtues and solution(s) on the opposite side of the page.

Find an Adventurer, and after getting their agreement to play, describe or show them the first room, and ask how they intend to proceed. If they use a proposed virtue or solution, or some other virtue or solution that catches your fancy, they pass to the next room.

Proceed to describe rooms in this manner until you run out of rooms or they fail.

If they fail, the game is over.

If you run out of rooms, the game is also over, but now they are the owner of the grimoire. Explain to them that they should add a room and a treasure, but should intermittently find other adventurers, and some day see that it's passed on to another adventurer, with the same instructions.